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After saving the Mushroom Kingdom from Bowser and the rest of 
the Koopas in Super Mario 3y Mario and Luigi needed to recuperate 
from their adventures. Together they agreed that the besi place to 
vacation was a magicai place called Dinosaur Land. 

But while Mario and Luigi reclined on the beach for a relating nap, 
Princess Tbadslod disappeared, apparently seized by evil forces. 
After searching tor hours lor their missing friend, Mario and Luigi 
came upon an enormous egg in the forest. 

Suddenly the agg hatched, and out popped a young dinosaur 
named YOSHI, who proceeded to tell Mario and Luigi a sad tale of 
how his dinosaur pals were sealed in similar eggs by a group of 
monstrous turtles. 

"Monalrous turtles I,” exclaimed Luigi. ''Bowser and his hunch have 
returnedT' Mado slowly nodded his head in agreement and, along 
with Luigi and Yoshi, set off across Dinosaur Land to find the 
PrlrKSSS and to free Vbsht's friends. As they began their journey, 
Yoshi handed Mario a beautiful cape, “This may help you,'' Vpshi 
said, "Some say it has magical powers.'' 

With a little luck (arKi help from a magic cape), our hearty crew can 
defeat the seven worlds of Bowser's Krazy Koopa Kritters. Many 
tocations are well-hidden so explore everywhere and try everything. 
Not all locations have to be explored to rescue the dinosaurs and 


save Princess Toadstool, hut there are many "starry” treasures to be 
found In lar-reaching places. You'll need to search all areas to find 
out what kinds of treasures are there... in Super Mario World. 



Princess Toadstool 
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Yqu can use etUier ul the Super NES Corhiroller sockets. 


L Hutton 


_ _ ■, . i • ■ti'M 

R Bufttom 

I, 

. X Bgrtton .-j* 



SELECT Burtton 


Y Hutton; 


A ButtOin. 


':C:iConlrol Pad 


0 Button 


START Buftlon 


O Control Pad 

Map screen 

* Moves Mario on the map screen. 

* After pressing START on (he map screen, you can scroll the map 
view. 

* Moves the cursor. 

Action screen 

* Moves Mario (See action chart ter details.) 

START Buttori 

* Starts the game. 

* Pauses the game. 

* Enters selections on the selection screen, 
select Button 

* Changes selectk>ns on selection screen. 

* Drops reserve itetn from the box at the top of ttie screen. 

'O 


L Button 
R Builon 

* When in an action scene, the Land R Buttons can be used to scroll the 
screen forward or backward slightly. This can be used to see farther 
ahead or behind if needed. This function does NOT work in all areas. 



A Button 

* Makes Mario spin )uimp. 

* Makes Mario jump off of Voshi's back. 


B Button 

• Makes Mario jump. ('Mario and Yoshi both 
jump when Mario's on Yoshi's back} 

• Makes Gaped Mario ftoal down slowly. 

• Makes Mario swim. 

• Enters sdoclions on the selectjon screen. 

• Makes Yoshi fly when pressed repeatediy 
(When Yoshi has the ability to fly.) 

X Button 

• Makes Mariio aoceierate. 

• Mario can hold some objects by holiding this button down. 

• Lets Mario punch objects on the other side of the wire fence while 
clirrging to it. 

• After Gaped Mario runs fast enough and jumps, he can fly. 

• Makes Yoshi eat enemies when pressed^ lets him spit the 
unwanted ones out when released. 

• Lets you cancel on the selection 
screen. 

• Makes Fire Mario ihrow tirebaiis- 
Y Button 

• Same aa the X Sutlon. 
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Insert the Game Pal( into ihe Super 
Ninierxio Entertainment Sysitem^ and 
turn the POWER switch ON. The <temo 
screen shown at the right wrill appear. 
Press the START Button (or Ihe B or V 
Button) and Save Slots for Mario A, 
Mario G, and Mario C will appear. (See 
page 11 for details.) 

Use the GontroS Pad or SELECT lo 
choose one ot the sk>ts and aiso whether 






it is a 1-p(iayer or 2-piayer game. Then press START to start the game. 
The game consists of map screens and action screens. 


• MAP SCREEN 



Current scene 


Course point 
Voshi's house 


Mario's 
current status 


players 


Mario 


The game begins at Yoahi’s house. Move Mario (or Luigi) by using the 
O' Gontroi Pad. At flrstr Mario can only go left or right from Yoshi's 
house. However, once Mario has cleared some of the areas, he will be 
able to move farther along. Now, go for iti 


O 


Wf*PT‘nT*F5l»' 


If you wish to see ihe rest of ihe map. press the START button and 
use the Control Pad to scroH the screen. Press the START Button 
again to return to 'where you were. (Note; this earr’t be done in World 1 
but can be done in most later worlds.) 

Some points on Ihe map are red. These areas have a norma! goal and 
a special goal (or secret keyhole). It you find the special goal, a nsw 
route will appear on the map. Many of these new routes can be used 
as a shortcut. 


• ACTION SCREEN 


Dragon Oo«n$ Collected orv this ceurse 



Number ol. 
Players 


Item in Reserve 


Star Countar 


Coins 

Score 

Timer 


Press the B or V Button while on the map to enter an area. It you can 
get Mario to the end goal safely, the area will be cleared. Once an 
area is cleared, you can return there as many times as ydu wish 
{except for the castles and fortresses, which you can only finish once.) 
If you go into an area that has already been cleared, yoo can return to 
Ihe map screen by pressing START, then SELECT. 


























LOSING MARIOS 


When you lose all of your Marios, your game Is over. 

You lOSO one Mario: 

• When Small Mario is touched or bitten by an eneitify. 

• When Mario tialls into a hole. 

• When Mario does not reach the goal before the timer reaches zero. 

• When Mario gets pushed oft the screen {in the automatic scrollirtg 
areas). 

If you are Fire Mario, Gaped Mario or Super Mario, being touched or 
tNtten by an enemy will transform you bade to Small Mario- 




Oather too regular coins and you'll earn an extra 
Mario. 

Gather S Dragon Coins In 1 course and you'll earn an 
extra Mario. Dragor> Coins also count as regular coirts. 


ITEM STOCK 




Somelimes when you hit a bloch while travellirig through the course, 
rtems that give Mario more power wNI appear. If you take an item when 
Mario already has extra power, the item will be stocked at the top of 
the screen, but only one Item can be held In stock. Whan Mario is 
running out ot power, the stocked item wIN automatically drop down. 
You may press Ihe SELECT Button to make the item drop down when 
you want it to. 


It Super Mario gets a Fire Fliower or Capa Feather, he'11 gain more 
power, and the Super Mushroom will be added to the stock. When Fire 
Mario takes a Gape Feather that is in stock or when Gaped Mario lakes 
a Fire Flower that is in stock, you can swap Items. The process of 
gaining more power will be explained later. 


O 



Super Mu^hrgcim 



Fine FJoww 



0^ Fealtien 


MIDWAY GATE AND GO^I^ 


There is a gate in the middife of the 
course like Ihe one in the screen to the 
right. This is called a Midway Gate. If 
you break the tape at this gate, even if 
you lose a life before reaching your 
goal, you can restart from the Midway 
Gate. And if Small Mario cuts the rope, 
he'll become Super Mario! 



A moving Giant Gate awaits you at the 
goal. Time it so that you break the tape 
while it is high in the air and you'll gel 
Gold Stars corresponding to that 
height. If you collect igo Ooid Stans 
you get to play a bonus game where 
you can get more Marios. And if Mario 
can make ft to the goaf while on 
Yoshi's back, they'll start out on the 
next course together. 



BONUS GAME 



Hit all the rotating item blocks from 
beneath. The idea Is to gel a row of 
blocks with the same picture to win an 
Extra 1-Llp Mushroom. It's jusi like 
tiC‘tac-toe! 




Extra MaiiO MustirOprn 

You gel an exlra Marks for every one oi these you receive. 



































In tha a-playef game. Player 1 {with Contfoder 1) is Marto and Player 2 
(with Controller 2} ie Luiigi. Player 1 anrd Player 2 take turns In clearing 
the action screen panels. When only Controller 1 is connected to the 
Super NES, both players can take turns us^ng the Controll&r, If both 
controllers are connected to the Super NES, then one of the players 
can control Mario, ar>d the other player can corJtroi Luigis 

If one player fails to clear a courae, il is the other player's turn. 'When 
a player enters the course in which the other player has reached the 
Midway Gate, that player also starts the course from a point near the 
MkJway Gate. (See ''Mtctway Gate” on page S) 


TRANSFERRING 
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If you press the L or R Button at 
the map screen, the screen on the 
right will appear. This screeri also 
appears if one of the players finishes 
the game. When this appears, you 
can give some ot your Marios {or 
Luigis) to the other player. 

When you're only using one 
controller, press ihe B Button to 
give one of Luigi's lives to Mario; 
press the A Button to give one of Mario'^s lives to Luigi. 


When you're using two controtlersH player 2 (wilh Controller £) can 
press the B Button to give one of Luigi’s iivee to Mario and the Y 
Button to give one of Mario's lives to Luigi. Press the START Button to 
return to the original screen. 


i 
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When you clear areas like a castle, fortress or haunted house, the 
following choices will appear on Ihe map screen; 

* Continue and Save 

* Continue Without Save 

If you choose lo continue and save, the route up to that point will be 
saved in the Save Slot you setectad at the Title Screen. Once your 
selection has been saved, it doesn't matter if you switch the POWER 
switch OFF, because it ps saved on the Game Pak. If you want to end 
the game in the same status as you started, select CONTINUE 
WITHOUT SAVE and then continue with the game. [Your exira Marios 
will not be saved.) 

When the game is over, the following choices will appear on the map 
screen; 

* Continue 
^ End 

If you select “End,” you'll return to the Title Screen, if you select 
''Continue,” you'll begin on the course immediately after the last saved 
point. 

When all three save slots have been used, you can delete the data in 
one of the slots by selecting "'Delete Saved Route'' at the Title Screen. 
And after selecting and restarting a save slot, you can choose to play 
the game as a 1-ptaysr game or a 2-player game. (The number 
displayed in Ihe save slot is the number ol areas you’ve found up lo 
the point when you saved.) 


This game pak has a battery backup function to renord ihe [M^ress 
of Ihe game. WARNING; If the POWER switi^ swtched QN knd 
OFF repeafftdfy the accumulated contj^ts may to delete. Also, 
avoid Tumk^ dfl the POWER switeh unndbessariiy (b^fCte iSvirrg the 
game) or data may be lost. 
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Incieasiitg Mailo's Power 



This differs from previous Super Mario Brothers Game Paks, Mario can 
suddenly change into Fire Mark> or Caped Mario. (If you're Super 
Mario^ you won't lose a life if you're touched by arii enemy, you’li just 
become Smali Mario.) 


Marin’s Basic Operations 


Running (Acceleration) 



You can 
ever a orte^ocl^ 
gfp 


0 



Mario will Jump 
hegp if you field 
th« B Button down. 
Mario will also jump 
a long way if you fiokf 
Ifie B Bulton down as 
he stomps on an enemy. 



Spfn Jump 


You canH jump as high as 
a normal jump, however, 
you can defeat most 
enemies with one blow 
and also clef'll some of 
tn& really TOUGH 
enemies that can’t be 
ftealen any other way. 
And when Ma/io is Super 
Mario, you can also 
destroy blocks. 




When you are holding an 
item, pfsss Ihe Cctrttrol 
Pad In the dirpotion you 
want to throw and then 
release the Y Button. 



Holding An Item 


To hold onto an item, touch it while 
pressing the Y Bunon. 


Juriipii^ Out 0f The Water 




Press Up on (he + Control 
Pad and B or A. 


Crcuching 






"O' * ®"® 


G or A repeatedly 



Holding An Hem AfKiSwIiTUhEFig 


Hold the V Button down 
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How To Enter Tho Pipes 



Pipe Wim Trlaitgulnr Block 


Marip this 10 run up the side the 

pipe. Prase (he Control pad (in Ihe direction 




Jumping With 
Voshi 



Hold down the B Sutton to 
jump high. 


At Fences and Ropes 

First, lump to the tenoe using the B Button, titen press Up on the cQ:’Control 
pad to grab onto It. 







If You Have A Rope 

Jump using the B Buiton, and press Up on thW' 
Control Pad to grab onto the rope. White hokftng the 
rope, press Up or Down to climb up or down. 


Using The DoOf 

Press the Y Butiorr to rotate the door. 




Sliding Down A Slope 

Pfass Down on the rQj Control Pad lo slide down the 
slope. {You'D collide with an enein;^ it's near the 
slope.) 


Basic Ways of Defeating 
The Enemy 


Stomping On An Enemy (Some really 
tough enemies can't be stomped on.) 




Hitting A Bloch 
Prom Below 


Fire Ball 



You can threw fire balls when Mario 
become Fire Mario. Ensmqos lhat have 
been hit by firs turn Into coins. However, 
there are $ome enemies that can’t be 


deatfoyed by fire. 
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C4HMMI Marla 

This 19 to £pi[> Mania's cape to defeat enenrties. 
Yen can also hit bi«ki frdfti the sWe. 



O 


Run with your arms 
out to Iflo skte, 




Siow Lancflng 


While Itying with ar 
open capo, press the 
c(i:' Control Pad in the 
same direction /ou 
are headed to descend. 
Press Ihe ■()> Control 
Pad in (he opposite 
direction ol whofe you 


The cape «rilf open when 
you either release the 
0 Butlori Of when Capad 
Mario has reached the 
highest point. 

If Gaped Mario hits art 
enemy while he has his 
Cape open, he win fan 
to the ground but he 
won't lose power. 

Release (he Y Button 
to float down. 


are headed to 

you can 


Hokf down the Y Bultoh 
and 'O' Cohtroi Pad {in 
ihe direction you are 


Hold down the Y Buttoh 
Lo detent an enemy dy 
dropping Ohio it- 


O" ® 


' O ® 





<1® (D 


headed) to make a 
fast dive. 


You can defeat several nearby enemiee 
by makir^g the ground shake by 
sien^ming the ground in a fact dive, 
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Jump 


Dismounting Msrto 


ration 


Your Pal Yoslil 

First, jump lo climb on Yosbi's baclt:. While riding 
Yoahi lbs basic operalions are Ehe same as when 
operating Mario. 


When Caped Mario is riding Vostvi, you can Ity in|o the air by 
aocoierating. then jumping. Mario's oepo wori^l open when 




Eatln-g 


Spitting 


Flyirtg in The Air 


you hold down iho Y finO & Sutton, but be will glide. If you 
hoW down just tbe B Button, you can malte a slow tandirg. 


Press tbs B Bullon ropeatpdly. 


If Yoshi sals a yellow shell, be will make 
a sand doud wlwi he boances oH the 
ground. If an enemy iis hil by this sand 
cloud, it wiH bo dofeelod. voobi ban 
also spit the shell oul at bis 


When Yoshi 
eats blue 
shell$, bo 
can fly if 
tbe E Button 
is pressed. 


II you pre^s tbp V 
Button, Yosbi's tongue 
will dart out to eat 
berries and enemies (Match the position o1 tbe 
berry with Yoshi's mouth, and he'll automalicalliy 
eat It.) 


tt's difficuK for Yoshi to 
eat hard objects such as 
turtle shells. So when 
Voshi'’s has a hard item like a shell in bis mautb. 
press ibe ¥ Button ertf he'll Spil it Out, If he 
eals red shells, he'll spit out a buneb oi fireballs, 
which cen be reaHy bandy against a giroup ctf foesl 


• If shells are left in Yoshi's mouth tor a long time, Yoshi will swallow 
them after a while It this happens, Yoshi can nc longer do the 
amazing things ha can when he hold$ tharr In his mouth. 

• It an enemy hits Yoshi when Merio Is on Yoshi's back, you won't 
lose Mario or any strertglh; however. Yoshi will run away. If ibis 
happens, you’d better chase him with all your mighl. because it 
Yoshi falls off a cliff or into a hcle, hell be gone tor sure. 


The Legenii Of The Colored Yoshls 


Somewhere in tbe lend of 
dragons, ih^rp are three 
difter$nt-COJpred Ygs-his 
hiding. A| first, they are linle 
kids. So. you must feed them 
sometblng so Ihey grow. If 
you feed them five enemies, 
tbey'H gipw inlo a big Yoshi. 


Red Yoshi 

Red Yoshi always spits out fire 
iballs,. whalevef the coior of tbe 
sbelfe In its mouth. 


The little Yoshi's 
specialties are different 
than big Yoshi's 
speciaiiies. 





Yellow Voohi 

Yeflow Yoshi throws oul sand 
clouds lor a fixed length of time 
when he jumps, whatever the 
color of the shells in its mouth. 
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IMitM Koum 


VoehP#: House 


Thar« are clinosaurs callad Rezndr wailing 
in all four forifess^s. No doubt tbayVe 
be&n put under a terrible sp^ll by Koopa. 
They’ll do anything for him. so watch out! 


This IS a strange looking sunken ship. Haven't you 
aeen it somewhere before? Thai's right, in Super 
Mario Bros. 3, Koopa and his kids used a flying 
ship to make life tough tor Mario- 1 wouldn’t be 
surprised if Gowser is lurking sonfrewhere nearby. 


The ir^side of this old wooden house Is dark, 
scary, and swarming with ghosts and spirits, 
Whal's more, Ihe door is nearly Impassible 
to find. So you're going to need to put on 
your thinking caps to esoape from here. 


This is the starting point for the game but 
the house is empty, fl looks like the elusive 
Voshi has gone out. Vou better look for him 
and look quickly! By the way, Yoshi was first 
discovered on Yoghi’s Island, that's how 
he got his name. 


Within seven castles, the koopa Kids each 
hold one of Yoshi'a fri>onds captive inside 
an egg. There are lots of traps warling for 
you when you try to gel through the kids' 
rooms. What's more, the kids will come at 
you with a variety of attacks. Exploring these 
fortresses is enough to drive you crazy! 









































KEYHOLES 

Secrel keytiotes were also mentioned 
on pa^e 8. 

From the Oonul Plains onwards, many 
course points are red. At these course 
pcHnts are hidden different goals and 
keyholes as shown here. Keys USUALLY 
lay r^ext to the keyhole, if Mario takes a 
key and moves over the keyhole, he can 
exit the course to another area. If Mario 
is on Yoshi wherv he finds the key, they 
can move over the keyhole with Yoshi 
holding the key in its mouth. 





STAR ROAD 

WOW! What's this place? 

Rnd this star on the map screen arvd 
you know you’ve come to a strange 
place! But don't worry, Hf you can 
solve this puzzle, sornething good is 
bound to happen. 



Switch Palace 

Jump on the big switch here and the 
yellow blocks with dotted lines in the 
middle of the course will change to 
exclamalion blocks. This makes it 
easier to clear the course. The switch 
palaces come in three other colors; 
you definitely want to find the^e. 



Dotted Line 
GiOCk 


Exclamation 
Mark Block 


SPECIAL ITEMS AND BLOOtS 

(Warning: There are many more surprises that aren^t listed here1> 




Super Star 
They make Marb 
invincible. 



Egg 

There's afways 
something fun 
Insbe one of thesel 


3'Up Moon 
This will give Mario 
three extra lives. 



Jumping Board 
Time it right and 
yog can do a super 
high jump. 



Berry 

You will gain an 
extra Marb if you 
toed ‘Yoshi enough 
berries. 

Power Balloon 
hbiio s ludy hM svetl tip wh$(i 
lie has thwe, which 11 # ailw 
hm la drift through! the sky for 
a hxsit STKRutt ijf liro. 


¥o$hi's Wings 
Yoshi can fty if you 
take these when 
Mario's riding Yoshi. 




Jump Block 

This block bounces 
along and some’ 
times throws cut 
Items. 


I « 


Prize Black 

Hit Itiis from beneath 

to get a coin or item. 


Rotating block 

Hit this btock arb il 
will rotate for a fixed 
amount of time. 


Switch Block 
This block turns 
certain objects into 
coins and vice-versa. 



Grab Block 
You can hold or 
throw this block. 



Message Block 
This gives you 
hints and ^vice 
during the game. 



Bonus Block 

If you get 3C coins in 
one course, punch It 
to get an extra Mario 
mushroom. 








































































































I 




Kcofu 

OU Kooi;;^ are back aigain. Everyltilng 
5^[ri$ when thass ch'^ractans appearl 
yoj jump on a Koopa ir this gaine, i| fXips out 
of iis shaH. And what's wofse ia that an iinsheiied 
Koopa will avenlually find ils empty shell and 
climb baPk in lo Start all ever again. BEWARE! 
If a Koopa climbs into a y&lltiwr' shall, he'H 
bficoiTte tnvindbtel 


Super Koops 
A Koopa lhat car lly once it has 
pul on the ma^ic capNO. ii looks 
like Ibis guy might give Cepert Marie 
soma tough aerial combat. But look al Ibe 
brigbl SJde ... if you jump on one Ibat's wearing 
a fleahing cape, you'll got a Cape Feather, 



Jumpin' Pkunba Plant 

These are a iropical plant version 
of the Volcano Plant! So careful; 
they come madly whirling oul ol 
ihe pipe^ end can be very tough. 


Gtnniba 


Monty Male 

This is a moie that bursts Out Ol 
the ground. There's even bigger 
ones uhdergre und. 


© 



&0O Buddies 



The Big Aoe 


Vpu may rcmeitiber the Boo 
Buddies from Super Mario Bros.. 3. 
This lime there's a whole horde of 
them! And amon^t throm ibero'e a 
huge spook called The Big Boo- But 
don't worry, if you Kwk at them,, 
they act shy and turn away. Cule, 
aren'l they? But watch it ... 
they're dangerousl 



Eeries 


This is a dinosaur spook that roame 
Ihe haunted hpuse. It oomos aher 
you with Its pale face and ohhhh, 
what a ghastly spook it isf 




Bip Van Fieh 

This little fellow is elways taking a nap, but when 
Mario comes along, he wakes up, and sets oH in bpi 
pursuit. Whatever you do, dpn'l let Flip lcucf> Mario. 



Urchirr 

This is 3 glani urchin 
drifting in the soa. It 
doe$n 'I movo vary fast, so 
if you swim by carefully, 
thefe should be no 
problem. However, It's 
probably really painful if 
you gel slung. 



Dolphin 

Don'i worry, tb$w guys arenT 
erremies; they help Mario cross water. 
A usefu! shoal of dolphin took: aflkee! 
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H^x 

A$ ari$ uHMid exp^ic:^, you coufd onty meet 
Tliis kind ol ^n^my in dirtOS^Lir' lar» 1 , $1X1 
ttwre are kus of tliem foo. y<hj have to 
stomp on a Hex tvrice lo ttefeat tiiin- Rex 
ftas wings, bul I don't think he can fly, 


Mini-RNno 



Ofno Hhfne 



These ere dregoeg from Ohocolate 
Islands -JlJrnp Oh DanO-Rhino end 
it becomes Mini-Rtrino. Watch 
Dul, they breath fine. 




BcKt^omb 

These explode and scalter stars 
after a sat time. Some of Ihe 
B<ib-einti$ Lfse paraohutes to drop 
from the sky. These ^tlie guys 
are a real blast. 


Thwomp 

A nasty stone ghost that guards the castfes 
and fortresses tor the Koopas If Maho comes 
close, Thwomp will try to crush him. The 
trouble i$, if yOu don't pass it, you can't go on. 


Wiggler 

A caierpitlar that lives Lrt the: forest. Normally 
Wiggler is very Cjurpt, but once jumped on, 
Wiggier turrts red and gets extremely angry. 
It possible, treat Wiggier with regpect. 




Maglkoopa 

This is one of the lortoiss soroerers. The strange 
flashes of light that shoot Irom the wand are abJe 
to change blocks into enemies. On lop of this. 
Magikoopa can appear .and disappear in an 
customef to deaf with! 


SuiTvo Brolher 

When this strange little fetlow 
stamps its foot, lightning 
strikes, and turns whatever it 
hils into a sea pi Ifames. 
BEWARE! Sumo Brothef will 
even attack you with a karate 
chopi 




Chargin' Chuck 

These AlkStars always seem to bar 
Mario's way just when he's within sight of 
the goal. They use a vari&ty of bull-headed 
attacks, so you'll really have a tough 
time checking Chargin’ Chuck. 

















LEMMY KOOPA 


iOGV KOOPA 


MORTON KOOPA JR 


UUQWIG 
VOW KOOPA 


HOY KOOPA 


WENDY 
O. KOOPA 


LARRY KOOPA 


BOWSER 


MEMO 





















































MEMO 


BEV-D 


V^ARRAfiTY AbiO SERVICE iNFOBMATiON 


90-DAy LIMITED WARRANTY 

HARDWAB£\ ACrCESSOBIES. GAME PAKS f PROIXJCr') 

’HARDWAflE ONLY: TO E^PEDfTE AUTHORIZATION OE AWf REQUIREO If/ARRANTY WORlf. W 
PEOOWENO THAT VQU COW»LETt AND RETURN YOUR WARRANTY CARD wrTHIH Ifl PAYS OF 
PURCHASE ^aR flECEtRT A$ A Gfl^) 

9(hDA y umr^D warfianty 

Nirtientio of Ama/iM aoc. CNiniendo’) warria^Ms to (he original purchaser that ttus product seaii t>e 
1riee rrcna dalocis in roBtenaJ dwd workmanship For a period of 90 days Irom the date of purchase. 
If a delect oduieried by this warranty oocufa dunng this^D-day warranty period, hkttertdci will repatr 
or replBt^a tha detacliva product or cc<npcfve«Kt part, at its optico. free at charga. 

WARRANTY SERVtCE OR 

REPAffVSERV(C£ AFTER EXPlRATfQN QF WARRANT 

To receive this warranty service or (o receive service aher warranty eicpiration: 
t. DO HOT relurn your product so the retailer. 

2. Please calt the HNTEHDO WORLD CLASS SERVICE " Center Cmaimer Assistance fiotline at: 
1-800-265-3730. Our hours at opetalian are from A:Cti em to Mrdwght, Pachic Tima. Monday 
through Saturday, and frOhi 6:00 am !c ?:ChJ pfn. PacihC Time Oft Sundays Ctiwes SuUiect (d 
change]. If hift Wintendo Service Pepreseniaiirve is uriaWe w stUve the problem over the 
Kiephone, you win r«re^r«d to ihe neeLr«$t authorized Nintendo world ClaSk 
SE. nviC£^ Cerder lor prontpr. prpti^snonal warranty $erw:e or repair and raptacement 
oomponenta. You may also refer to your yetlow pages directory under the heading of Video 
Gsnjes - Se.rvfce tS fl.^iair, for the nearesf tecatkm. 

To satisfy the needs of our customers, fdinbendo maintains a professional netAott o4 
AUTMORIZEO NIHTENOO WORLD CLASS SERVICE^ Centers Jocaled in maiOf irietropplitan 
ar&as and also eflers e*pre® fatctoty service in some inslerKes H r«Si¥ be nowssary to ship 
Use oomp^i proiducl. FREIGHT prERAID and INSURED POR LOS^ OR DaNiaGE to the 
nearest aervice Igcalion. 

This warranty Shall ndt apply if ihe product has been damaged by negWgencft, aocidem, 
unreasonable use. cornmercial use. ntodification, lamperfrty. or by other cswses urureiai^ to 
dolectiv8 materials or workmanship This, wanrarvty sL8i1l not apply if any prodUOl serial rtaiiMt^R'r has 
oeen attered, Oefacedl. or removad. 

WARRANTY U/ilKTATtONS 

ANY APPLiCAfiLE IMPLIED WARRANTIES. iNCLLfDlNG WARRAWTllES OF 
MEflCHAWTABILfTY AND FfTNESS FOR A PARTICULAIR FhJRPOSE. ARE HEREBY LIMITED 
TO NINETY DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE 
CONDITIONS SET FORTH HEREIN IN NO EVENT SHALL NINTENDO BE LIABLE FOB 
CONSEOUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY 

EKPftEss OR iMPt.ieD warranties. 

The pmvieona of (^nranty ere valid in the United States and Canada only. Sem^ stabesv'prDvincea 
do not allow lim^aiiona on how long an iniplied warranty leata ar exclusion of [xmaequentiat or incrdenlal 
damages, so (he above Ivnitatnna and exohiaicns mEry not appfy to you. Thic warranty gves you 
irpediic legal rights, and yPu m4y also have other which .vary between stHtesVprovinces. 








































